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BRIDGE 64 

BRIDGE 64 is designed For hridge players of oik calegories. From begin¬ 
ner lo experts. K ploys (he roll of 0 patient QssislGnt helping you leorn Ihe 
fundamentals oF the gome. Itcon also lake ihe form of a clever challenger 
against whom ydu can perfect yOur skill and find clever strategies. 

In. ihis program it is possible io ploy thousands of different deals. When¬ 
ever you want tg, you can return lo a particularly inlereslingi deal lo test 
your chances with a different contract or o new tactic. 


BASIC RULES 

This is o brief presentation of the basic rules for ploying bridge. Detailed 
descriptions con be found among Ihe vdSt Om-Ounl of literature dealing 
wilh bridge. 

Bridge is played with four players: North, Sooth, East and Wesl~ In 
BRIDGE 64 you play South and North is your partner. Eaistond Wesl are 
your opponents, controlled by the computer. 

A bridge deg I consists of thi rteen tricks . The object of the game i s to wi n as 
many of these os possible. 

Bidding 

In the beginning of the deal, each player receives □ h and of thirteen cords. 
Then follows these colled bidding. Bidding allows the members of each 
team to communicate between themselves to determine the combined 
strength of their bonds. 

Bidding results in one of the four players being appointed deeforer. It also 
results in a contract, where the trick tevef and the frump Suit ore decided, 

In BRIDGE 64 there is no bidding process between the players, for you are 
always in the position of the declarer. The contract is entered in the 
beginning of each deal. 

Wilh the trick lewd, the declarer decides the minimum number of tricks 
that he and his partner plan to win in ihis deal. Though they ore expected 
to win at leasi half oF the tricks, the first si* ones [the so called book] ore 
not counted in the trick level. 

In compaction bridge the dedorer's team is oworded points according to 
its success in fulfilling Ihe conlroct. A higher trick level will also increase 
ihe chances of obtaining bonus poinls. 

The trump suit con beany suit. You con also choose to ploy with no trumps. 
The special gualilies of the trump cords will be described later. 

As an example, ihe conirocl r 2 ♦' means ihot the declarers team plans to 
win 6+?«8 tricks and iho) Diamonds will be Ihelrump Suit. 




The Dummy 

The declarer's partner is celled Ihc Dummy. His hoed is spread on ihe 
'able so ihepf evei ybody con see Ihe cords. The Dummy is not supposed to 
pgrlicipole -in the gome. Instead, The declarer decides which one of ihe 
Dummy's cards shall be ployed, Consequently, in BRIDGE 64 you ploy 
bolh South qnd North. 

Pi dying a Trick 

in every one of the fh>r1ccn iricks each player shall ploy one of his cords, 
according to these rules 

The players play in a clockwise direction, starling wiih the one who 
won Ihe last nick. The lirsi trick in o deal is always started by Ihe 
player to the left of the declarer [i. e. West in BRIDGE. 64). 

Sun must be followed. This means, if you have ony cards ol the suit 
led (the same suit as the first card played in the trick), you musl play 
one of Ihese. 

If you have no cords of that suit, you must ploy cmolher cord- 
The trick is won by the team that played ihe trick's highest card of 
ihe suit led. unless anyone played a trump cord. If trump was 
played, the loom then ployed Ihe highest trumpeard wins. The ace is 
the highest card of a suit. 

STARTI NG THE GAME 

Turn off Ihe power lo ihe computer. Then insert the cartridge as explained 
in the Commodore 64 User's Manual. After checking ihot ihc cartridge is 
properly connected, turn ihe power on. 

The computer now osks for ihe 'SET NUMBER'. Answer wiih any number 
from 1 up lo 99 and then press RETURN To make the deals more- easily 
accessible ihcy ore randomly divided mlo 99 zets. each containing 999 
different deals. This system makes il easier for you to replay exadTy the 
same sequence of deals oi o later occasion by entering ihe same set 
number. 

Now the lirsi one of Ihe 999 deals in ihe specified set will be generated. 

PLAYING A DEAL 

Lei us make up on example to show you how a deal is played in BRIDGE 
64, 

The lap of the screen shows Ihe hand of Ihe Dummy Below, your [the 
debrer's) hand is shown, Suppose ihey have these configurator: 

North: ♦ Q 10 

* 85 

♦ 108732 
+ i 8 7 6 


South; ♦ 6 

9 AQ6j! 

♦ K 9 5 

* A K 10 93 

To ihe right of the co» ds the numbei of lucks won bv ooch loom is 
displayea. 


Fhe contract 

The cur sor now -&1QVS at 'he word B:0 This means thol you sholl deid 
rnineo confront. FirSlcmtci thelnck level, then the trump suit fpi example 
iheconliod 3 f * declared by pressing 3 ♦ and RETURN the Su>h 
♦ , V # and # ore entered by pressing ihe A 5 Z and K keys 
respectively r Mg Imji'io" is entered by piessmg Ihe N key The cOnlraci 4 
no trump', fgr exomplc. is entered. 4 N RETURN 


Change to another deal 

ll you ore not satisfied with your hand, you can, instead of declaring o 
contract, push the f3 key. Then the Cursor will move lo the tqxl 'DEAL * ' 
Mow you can change to any one of the 999 deals in Ihe sequence by 
entering il$ number and then pressing RETURN 


Ploying o trick 

When the contract has been declared, West Opens the first trick. In ihe 
example obove, the trick could be played like Ihis: 

West plays ♦ B. This card is drawn in the middle of the seteen. 

Then theCOntpultr prompts "N? r and woils for you IQ lell which one of the 
Dummy's co rds that sholt be played, F i rst enlec the suit (i n ihe so me way os 
you ■jest entered the contract), Ihen Ihe value. The values of ihe cords are 
•cpreserHed by the keys 2-9, 0, J, Q,K and A respectively. To play * 10. 
enter * 0 RETURN 
Then East plays e. g. # J 

Now lurn comes lo South, but since there a* only one card permitted fci 
you to ploy * 6 . It will be played for you without diking 
Smce Easi played the highest card, ihe opponents' learn won ihis trick. 
Consequently, East willlw the one to start the next trick 

When Ihe irick has been ployed, the computer waits far you to hil ony key 
When you dp, Ihe old irick will be cleared and Ihe next one starts, 

Show Last Trick 

When it is your turn Ig play o Card yOu COrt demand to see which cords 
where played in the lost Inch by pressing ihe f& key. To continue the game, 
press any key, 


Escape Possibilities 

When the computer woits for you to enter the contract or ploy o cord, you 
coo break the game by pressing thefl key. 

Instead of playing a card, you can also press f3. Then the rest of the deal 
will a utomatico I ly be pi oy ed f or y ou. Th is ope ration is especia I ly i ntended 
fgrthe situation when you are in a position 1c win oil ihc cemaming tricks, 
no mailer in which sequence you play your cords. 

THE END OF THE DEAL 

When an entire deal has been played Or when you have interrupted Ihe 
play by pressing the fl key, the honds of all of the four players will be 
displayed. You can then choose <o play exaclly the same deal again (by 
pushing ft), lo rolote th# hands in th# d#al on# step clockwise (f3) or fa 
continue with the newt dea l (f5). 


LIST OF COMMANDS 

Here is a complete I i si of the com mends that you can use i n BSf IDG E 64: 

1. Entering Set Number- Typo 1.99 and press RETURN 

2. Contracl: The cqmpgler asks far'BID', Answer with; 

fl discontinue deal and show pll hands 

f3 change io another deal 

3 * RETURN fe.g.} contract 

3. Playing a Trick: The computer asks; J N?' or'S?'. Enter: 

ft discontinue deal ond show all hands 

f 3 f i nish off the- deal □ utqmalically 

f5 show Iasi trick 

4 J RETURN (e.g .) play o card 

4. After Each Trick: Push any key to continue 

5. After Each Deal: The computer displays oil hands ond prompts these 
three alternatives: 

fl play exactly th# Same deal again 

f3 play the same deal, but rotate the hands one step 

clockwise 

ft play next deal 
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